Card Games



Decimal Complete 

Remove pictorial 'royalty' cards; deal ten(10) cards per player, leave stack in middle of player field.
Object of the game is for a player to first complete an order ?in hand? of from one(1(the ace)) to ten(10). 
Players drop undesired and pickup replacement cards respectively.  Players can drop as many undesired 
cards as wanted. 
Game ends when a player has in hand a complete range of cards valued from one(1(ace)) 
to ten(10), player then speaks out-loud 'decimal complete'. 



Points Elsewhere

Remove pictorial 'royalty' cards; deal five(5) cards per player, as well as an additional kept separate two(2), 
this additional two(2) is kept face down until the end of the game. leave remaining cards stacked in middle 
of player field.   
Players have to keep a low score in hand by dropping high value cards and picking up replacement cards 
respectively hoping for a low value pick up, at all time keeping five(5) cards in hand, game ends when pick 
up stack of cards is depleted. Players count up and announce value in hand, then add the two unknown 
cards, the player with lowest value is the .



Match Card

Remove pictorial 'royalty' cards; deal five(5) cards per player; the remaining are left as the pick up stack. 
Object of game is the cards are to have linear lines of a matching type to the proceeding card's suit, if 
player can match the value last played, then the linear sight changes to that cards suit, continued play 
follows that suit.
If player has non playable matching card they are to pick up from the pick up stack until they receive a 
playable card. The cards are laid in an extended 's' pattern(to fit on a surface agreeable for play). 
Game ends when a player has non cards in hand.
